An alien that is positively 

pink 

Written by dreamkatcha. Any related videos, as always, can 
be found on my YouTube channel. 

None of this would have been possible without the fantastic 
resources generously provided by immensely talented 
emulator authors, and communities such as Hall of Light, 
Lemon Amiga, Lemon 64, World of Spectrum, Moby Games, 
World of Longplays and Recorded Amiga Games. Thank you 
for your tireless dedication to preserving the history of 

gaming. 


Complete the sentence. Nation XII is to Gods as_is to 

Pinkie. 





How about this one? Bomb the Bass is to Xenon II as_is 

to Pinkie. 

























Junior school logic puzzles aside, The Bitmap Brothers 
pioneered the shrewd trend for game developers to 
collaborate with established music artists to enhance their 
games with professional, studio-quality soundtracks. Blend a 
thumpingly memorable score with slick graphics and you 
could even sell an ice-breaking game to Eskimos. 



Incidentally, the answer is 'Little Sister', otherwise known as 
13-year-old mini pop diva, Kelly Smith, who previously found 
fame with her single. Boys Company. Don't wrinkle your nose 
and shrug at me like that; she was bigger than Elvis back 
then! Actually I'm as clueless as you are. According to her 
discography, she appears to have released three singles 
between 1993 and 1995 and then slipped between the stage 
floorboards never to be heard from again. 

A drastic departure from the edgy, experimental bands Mike 
Montgomery teamed up with, but let's keep in mind that 
Pinkie, the joint venture of developers Data Design 
Interactive and Scott Williams Games was intended to be a 





mild-mannered, colourful platform jaunt aimed at 11-15-year- 
old kids, so they would have dovetailed perfectly. 



Through negotiation with music marketing moguls. Station 2 
Station, who were also responsible for getting Mr Blobby and 
Right Said Fred into the charts (fear not, they've since been 
incarcerated for crimes against humanity), Kelly was drafted 
in to put her own unique spin on the game's theme tune. The 
plan was to release it as a single in its own right through her 
'Message Music' label, as well as serving as an additional 
interactive component of the CD32 version of the game. In 
fact, the game disk was set to feature a whopping thirty 
remixed iterations, coined a 'thirty track single', as though 
that were a rationally logical accepted phrase and in 
common usage somewhere on planet earth. 















Pinkie says go! 

Little Sister is thirteen-year-old Kelly Smith from South 
London. Her first single was released last November on 
the Message Music label. Kelly writes all her own songs. 
Kelly is also one half of the most interesting, nay exciting 
partnership since Little And Large. Play It is the first 
interactive single to ever appear, and features the talents 
of Kelly alongside what could be the biggest computer 
game star ever - Pinkie! Millennium are going all out on 
promotion for their latest cutesy superstar, and the 
interactive single is only the first part of the onslaught. 
Listeners will now not only be able to hear the original 
mix of the track, but they will also be able to rearrange 
the song completely! 


















But that isn't all. Pinkie & His Little Sister - The TV Show 
is due to enter production this autumn, featuring Kelly 
and Pinkie rescuing aliens from various worlds and taking 
them to live in Pinkie's home on the Planet Purple. Has a 
game ever received so much promotion? Will a star ever 
burn so brightly? We'll have a full report on Pinkie next 
issue. For more, call Millennium on 0223 844894. 

Snagged from the news section of CU Amiga issue 53, 

July 1994. 



Pinkie's music by Darren Wood is a real mixed bag. It's in¬ 
game pop tune is a throw-away, plinky-plonky upbeat, 
chipper number, while the techno title screen track sounds 
like it was lifted straight out of Speedball II. It evokes images 
of grinding metal and competitive mental alertness, totally at 
odds with the leisurely, blithesome ambience of the 
experience that ensues. 


























Playing as the eponymous goofy hero, Pinkie, your objective 
is to collect the mislaid dinosaur eggs and deposit them 
safely in your Pinkie Pod unicycle, thereby averting their 
extinction. This deceptively simple premise is complicated by 
the fact that you have no means of protecting yourself from 
enemy attack (well pestering really given it's all very PG 
friendly fare, and the baddies merely inconvenience rather 
than harm you). 































Naked you are supremely vulnerable. Safely tucked away 
inside your trusty pod you're an unbreakable force to be 
reckoned with, especially once you to start purchasing bolt- 
on upgrades for it using your flower power currency. The 
equivalent of RoboCod's extendo-torso is a particularly 
amusing and practical throwback to Pinkie publisher, 
Millennium's most accomplished Amiga hit. 








Amiga Power declared the manual one of the most pathetic 
they'd clapped eyes on, in that it lays out the story well 
enough, yet doesn't remotely begin to touch upon how to 
actually play the game. This is unforgivable seeing as the 
mechanics aren't especially intuitive. Luckily EAB member, 
lilalurl, has drawn up a comprehensive tutorial to elucidate 
the finer details. 































































Courtesy of John Court, the good-natured, charming graphics 
are pixelated perfection, and wouldn't have looked out of 
place in a top-billing SNES game of the time. Parallax 
scrolling has been nixed in favour of more subtle backdrops 
to ensure the action stays smooth, whilst showcasing an 
impressive 32 pastel-shaded colour palette. 





Even as a gruff, rottweiler-chewing, iron bar bending adult 
(grrrrrr), I find the characters immensely endearing. The 
stylistic flair of Vectordean graphicians (the James Pond 
series dream team), Chris Sorrell, Leavon Archer and Sean 
Nicholls is infused throughout to delightful effect. 










Millennium were convinced Pinkie had a bright future ahead 
of him. He was destined to star in his own tie-in 'toon, be 
ported to the SNES, Mega Genedrive (and two other 
unspecified systems aside from the Amiga forerunner), and 
even lavished with sequelitus given that the volume of 
concepts devised for the opener had expanded well beyond 
the scope of a single game. 

In reality, '94 wasn't a good year to introduce new 
platformers, especially not sickeningly cute ones designed to 
lure in a younger audience. Affection for the genre was 
waning and gamers were moving on to rival consoles and the 
PC as the Amiga technology stagnated whilst Commodore 
struggled to find a financial saviour. 

In effect. Pinkie was released exclusively for floppy-based 
Amigas, and while it received mostly (Jonathan Nash's 
assessment debarred) above-average reviews, it wasn't a 
runaway best-seller. 


















CD32 Pinkie was finished and sent to Amiga CD32 Gamer for 
review, yet save for the Polish revision of the manual, never 
saw light of day. There's also no evidence that Kelly's single 
was ever released, unless someone out there has an old copy 
of Look-in or Smash Hits they could consult for confirmation. I 
thought as much. 

Data Design Interactive (who were previously responsible for 
porting RoboCod to the C64) soon left the Amiga for greener 
pastures, and went on to develop the "broken mess" (IGN's 
words) that was to be a Zool rejuvenation project, yet 
morphed into Ninjabread Man, officially one of the worst¬ 
rated games of all time. 

DDI were one of the industry's most prolific developers 
towards the end of their lifespan, though not remotely in a 
complementary way. They were hounded into receivership in 
2012 by their critics following a torrential downpour of 
shovel ware releases for the Wii. 

Don't you just love a happy ending? Hmmf. 




























